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PRECAUTIONS ON MACHINE CARE 

AND PLAYING THE GAME 

a very fine instrument. Keep it away 
from very high temperature and 
mechanical shock, at al] times. Never 
disassemble it for any reason. 

Never touch the terminals with your 
bare hands or get them wet. It could 
cause damage. 
Do not clean the case with solvents of 
any kind, such as thinner, benzene, 
alcohol, etc. 
If you play the game for a long period of 
time, please take a short rest of 10 to 15 
minutes, about every 2 hours, for your 
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You've waited patiently 



while government negotia 

to get the captives out! 
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NAMES OF CONTROLLER PARTS AND 

OPERATING INSTRUCTIONS: 

Only controller l is used for this game. 

CONTROL PAD B A Control Pad: 
Used to move snipers, control members of the rescue team, 

or elm a gun. 

SELECT Button: 
Used to return to map. 

START Button: 

Used !□ start the game. 

A Button: 
Used to make a selection or fire a gun 

B Button: 
Used to cancel a selection 
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HOWTO PLAY: 

Starting the Game: 
At ary time during the game demonstration, press the 

STAB! button to begin the game. 

Choosing the Level and Mission; 
After the title screen is displayed, you will see a list of three 

levels and five missions. 

The three levels increase in difficulty from Lieutenamio 

Captain and finally Commander, The higher the level, the 

greater the number of searchlights end the quicker the 

enemy. 

The five missions in order of increasing difficulty are Tram 

mg, Target Ultimatum* Trigger; and Jupiter As the difficulty 

increases, the searchlights become quicker, the number 

enemy increases, and ihey are more 

addition, the amount of time you have to 

mission decreases af The more difficult levels 

to attack In 

a 

s 



Mission Time Limit 

Training IB minutes 

Target 16 minutes 

Ultimatum 14 minutes 

Trigger 12 minutes 

Jupiter 10 minutes 

The training mission is a good place to begin. There are no 

captives in This mission and it will give you experience in 

commanding your farces. 

The 
Your goal is to rescue all of the captives without losing any 

members ol your team. To mount an effective assault, you 

must first position your snipers around the embassy. Your 

rescue team will then be lowered by helicopter onto the 

roof of the embassy. 



Playing the Game: 
After choosing the level and mission, you will see 3 blue¬ 

print map of the area surrounding the embassy. The red X s 

mark the chosen spots lor your snipers. You must place at 

least one sniper at a designated spot. Press the A burton to 

continue. 

Ne*t you will see the starting location of Mike, the first 

memhei of your sniper team. Press the A button to continue. 

DESIGNATED 

SNIPEK 

SPOTS 
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PLACING YOUR SNIPERS: 
You must maneuver your snipers to the designated spots 

"he control pad Be to the 

Use the cover of doorways and walls to your best advsn 
tage. 

There are three members of your team; Mike, Steve 

and Jumbo The control pad can be used to control their 

movements as follows: 

Move to the left. 

Move to the right 

Enter a building or|ump over a waif to hide 

Exit a building or climb over a wall or lie face 

down if standing. Once you are lying down, 

you may use «- and -* to crawl along 

the ground. 

Somersault to the right. 

Somersault to the left. 

or B Turn to the right. 

Turn to the left 



A or B If you are in a safe hiding spot you can press 

the A or B buttons to view the map. This will 

show you where you are m relation to the 

desired sniper spot. Press the A or B button 

to return to the gme. 

After all members of your smper team have been placed or 

lost, you can proceed to the rescue phase of the game pro¬ 

vided that you have successfully placed at least one smper 

THE RESCUE PHASE 

Your rescue team members Ron, Dick, and Kemco, will be 

towered from a helicopter to the roof of the embassy. You 

then have the choice of commanding your snipers or the 

the names ol the remaining members of your sniper team 

and the names of the rescue team: 

It is best to use your snipers to reduce the number of 

enemies before sending in the rescue team. 

RESCUE 
IE AM 

SNJ PER 

TEAM 



SNIPER 

GUN SIGH* 

VIEW 

USING THE SNIPERS: 
To use a sniper, move the red blinking cursor to the 

member of the sniper team you want to command and 

press the A button. The sniper position will then blink to 

show you his location. If this is the one you want to use, 

press the A button. Press the B button if you want to 

choose another sniper. 



COMMANDING THE RESCUE TEAM: 
To command a member of the rescue team, move the 

blinking red cursor to the member of the rescue team and 

press the A burton. The position of the team member will 

then begin to blink. Use the LEFT and RIGHT directions on 

the control pad to move the team member to the desired 

location around the building, h is best to position them on 

sides of the building that you have covered by members of 

your snipeneam. When you are satisfied with the position, 

press the A button. 

You must now lower the team member to a window, Use the 

DOWN direction to begin reputing down the building. Use 

the UP arrow to stop the repel Be careful noi to go too fast 

or you will fall! When you are positioned directly over a 

window, press the A button to enter the building. You 

should also make sure that there are no enemies in the 

window you are trying to enter! 





corner? 

the other floors of the embassy. Be caref 

the remaining time indicated to the upper 

The game is completed when you have eliminated all of the 

enemies or when all of your rescue team members have 

been lost. 



COMPLIANCE WITH FCC REGULATIONS 

Thiseqmpmentgeneraies and uses radio frequency energy and if not installed and used properly, ihat 

is, in strict accordance with the manufacturer's instructions, may cause interference to radio and 

television reception. It has been type tested and found to comply with the limits for a Class B computing 

device in accordance with the specifications in Subpart J of Part 15 of FCC flutes, which are designed 

to provide reasonable protection against such interference in a residential installation. However, 

there is no guarantee that interference will not occur in a particular installation If this equipment does 

cause interference to radio or television reception, which can be determined by turning the equipment 

off and on, the user is encouraged to try to correct the interference by one or more of the following 

measures; 

- Reorient the recieving antenna 

Relocate the NES with respect to the receiver 

- Move the NFS away from the receiver 

Plug (he NES into a different outlet so that Control Deck and 

receiver are on different circuits. 

If necessary, the user should consult the dealer or an experienced radio/tetevision techn for 

additional The find the following booklet prepared by the Federal Communi 

cation Commission helpful: 

How to Identify and Resolve Radio-TV Interference Problems 

This booklet is available from the U S. Government Printing Office, Washington, O.C. 2Q402, Stock No. 

0O4-QQQ-DQ345-4 
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